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ALL THINGS NEED TO GROW 

As we all grow in our life, so does our vision of what 
we want to do. However there is one thing that does 
not grow. The amount of time that one has. For this 
reason, it’s imperative to be able to divide & conquer 
using different methods that are available to us. 

Growing your game studios is the exact same thing. 
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PLATFORM GROWTH 


■ Roblox as a platform has truly grown 

” Largely fueled by your efforts at 
building the best experiences for 
the players 



■ As a platform it has also expanded into 
lots of countries around the globe 
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NEED FOR SPEED 






DEVELOPER COMPETITION 

■ As our growth accelerators so does competition among the developer community 


This growth is across the globe 







SPEED MATTERS 

■ As competition increases your need 
for speed goes higher 



■ Content needs to be produced fast 
to retain player engagement 







TEAM 

■ Scaling your team is the fastest 
Way to product content fast and keep 
up in a competitive environment 

■ Some of your fellow developers 
are already scaling. 
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OPTIONS FOR GROWING 
YOUR TEAM 






TEAM COMPOSITION 


■ Typical game teams are composed of: 
° Scripters/Programmers 
° Artists 
° Designers 
° Testers 



■ The bigger the scale the more 
the need for specialization 
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WHO DO YOU NEED? 

■ One size does not fit all i.e. each game 
team is different and is composed of 
different talents. 

■ You need to carefully evaluate your 
own skills and identify key areas to find 
partners who excel in those areas. 
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WHO DO YOU NEED?-2 

■ More importantly you need a team 

of talent that is aligned with your vision. 

■ Alignment is the key to success 
for all teams 

■ Complementary strengths of individuals 
on a team leads to a better vision. 
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EVALUATION 







IDENTIFY STRENGTHS 
& WEAKNESSES 


As mentioned before, evaluate your 
strengths & weaknesses. 

° If you are a scripter, find creative talent 
to partner with you. 

Identify areas that you need help in even 
if that’s an area that you can yourself 
perform 

° Even if you are a scripter, adding more 
scripters could mean faster execution 





IDENTIFY EASY AREAS TO GROW 


■ Some areas are easier to grow in 
than others. Usually, content 
production such as 3D models, 2D 
UI/images, levels are easier to grow 
fast. 

■ Harder to scae foundational aspects 
of your content such as your core 
gameplay mechanics. 
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EVALUATE 


■ Once you have identified key types of talent 
you need, your next step to be able to evaluate 
others who can help. 

Here follow a simple checklist: 

a. Samples of their work that you could see 

° Ask clarifying questions where applicable 

b. Natural alignment 

c. Positive outlook 





SCALING PROCESSES 
& COMMON PITFALLS 







SETUP FOR SCALE 


■ You need to setup your structures 
for scale. 

" For ex. You have 3 scripts but you 
write your game in a single script. In 
this case you need to architecture 
your code to scale 

° Another ex. Level design. Use 
greyboxing to get a feel for your 
level and let your art team figure out 
the rest. 
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PROCESSES FOR SCALING 


Daily standups/meetings 


■ Consider using the software industry 
as a standard for your processes to 
help make things faster 


Scrums 

Hard deadlines 

Retrospectives on features 


AGILE SOFTWARE DEVELOPMENT MODEL 
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DO NOT SCALE TOO FAST 


■ Scaling too fast is a thing. Don’t do it. 

■ To scale your team you need a 
business model that supports them. 

- In-game transactions for items 

- Subscriptions 
" VIP Servers 
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FINAL THOUGHTS 


■ Every person and team is unique 

■ Customize things to your need and culture 

■ Develop a business model that allows you 
to scale 

■ Remember alignment & culture 
are paramount 


CULTURE 

“The way we do 
Things around 
here!” 

x/- 
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Thank you for your time. 







